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Listing of Claims 

1. (currently amended) A recording medium storing a 
program for causing a character object displayed on a screen 
to perform fi-one of multiple possible p redetermined actions, to 
overcome an obstacle object based on an output from a 
user- operated device having a plurality of opoaroting p eaMrAeas- 

character object movement buttons and a separate action 

button , said program being operable to cause a processing 
system to perform steps, comprising: 

detecting an output from a particular one of said action 
buttonp lurality of — opera ti ng portions — e f- said uoor operated 
devise, said rnrtrlmilar one action button b eing operable to 
cause a character object to aativol^ - automatlcally overcome afe 
leact one type of .an^obstacle object on said screen; and 

in the ev es fe paid — character object — encounters oaid ate 

acaot sac type of — e fchataolo abject — on paid ooroom — said - atte 

leapt one type of obotaolo objoot lu a uL uui a L i u ally ovgjc n m p 
aeeer- dAng to oaid o utput from nni rt particular — otic of oaid 
p - l - urality of operating portiono 

causing said character object to auto matically overcome 
said obstacle object in accordance with on e of a plurality of 
predetermined actions associated with said obstacle object and 
in response to said detecti ng said output from said action 
burton when said obstacle object i s approached by — said 
character object . 

2. (currently amended) A recording medium according to 
claim 1, further comprising detecting a current state of said 
character object, wherein said causing s aid character object 

to automatically overcome said obstacle object etep e# 

ovoraoming paid at . lcaots one. ' type of u b u laalci object includes 
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executing an obstacle overcoming action corresponding to said 
current state of said character object. 

3. (previously presented) A recording medium 
according to claim 2, further comprising: saving said obstacle 
overcoming action as attribute data in correlation with said 
obstacle object, wherein said obstacle overcoming action 
corresponding to said current state of said character object 
is predetermined in said attribute data. 

4. (previously presented) A recording medium 
according to claim 2, wherein said current state of said 
character object is a current speed of movement of said 
character object. 

5. (previously presented) A recording medium 
according to claim 4, wherein said obstacle overcoming action 
is at least one of: a jumping-over action when said current 
speed of movement of said character object is relatively fast; 
and a scaling action when said current speed of movement of 
said character object is relatively slow. 

6. • (currently amended) A processing system, comprising: 
a program executing device operable to read a program 

stored in a recording medium, store said program in a storage 
device, and execute said program ; 

a user-operated device having a plurality of operating 
portions including character object m ovement buttons and a 
separate action button for outputting respective operating 
requests by said user to said program executing device; and 
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a display device having a screen for displaying an image 
output from said program executing device, 

wherein said program is operable to cause said program 
executing device to perform steps, comprising: 

recognising said respective operating requests from said 
user-operated device, said requests including actuation of 
said action button b eing operable to cause a character object 
to ^tivoiv automatically overcome at IluuL ona typo of an 
obstacle object on said screen; and 

causing said character object to perform grcdetcrminod 

aotiono — aooooiatcd with paid reppcotive op iiin uing rogue n l - n 
such that — oaid at — loaot — enc type of — obstacle objoe* — ie 
automatically overcome said obstacle objec t in accordance with 
one of a plurality of predetermined actions assoc iated with 
said obsta cle object and in response to aaid dete^.ing__gaid 
actuation of said action button when said obstacle object is 
approached by said character object . 

7. (currently amended) A program executing device which 
is collectable to a user-operated device having a plurality of 
operating portions including character object movement buttons 
and a separate action button for outputting respective 
operating requests by said user, and to a display device 
having a screen for displaying an image, said program 
executing device comprising: 

a storing unit operable to store a program for causing 
said program executing device to perform steps, including: 

recognizing said respective operating requests from said 
user-operated device, said requests including actuation of 
said action button being op e^ate^e-to cause a character object 
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to act i vol v automatically overcome etfe — loa - fl - fc — e**e — fey^e— of — an 
obstacle object on said screen; and 

causing said character object to perform p-Dged- e - t - crminod i 

act i one — asoociatcd — wi^i — said — g espect i - ye — operating — rcqucoto 
auch — fciwtfc — ea-id — afe — l eas t — e*ie — — obatae ^s — objoote — is- 
automatically overcome said obstacle object in accordance with 
one of, a plurality of predetermined actions associated with 
said ; obstacle object and in response to said detecting said 
actuation of said action button when said obstacle o bject is 
approached by said character object - 

8, (previously presented) A recording medium 
according to claim 1, further comprising determining whether 
said character object encounters said obstacle object based on 
whether said obstacle object exists within a predetermined 
range along a line of view of said character object. 

9. (previously presented) A recording medium 
according to claim 1, further comprising determining whether 
said character object encounters said obstacle object based on 
whether said obstacle object exists within a predetermined 
range along a line of view of the character object and whether 
a perimeter range of said character object and a perimeter 
range of said obstacle object overlap. 

10- (currently amended) A processing system according to 
claim 6, wherein said program is operable to cause said 
program executing device to detect a current state of said 
character object, wherein said causing said character object 
to automatically overcome said obstacle object e -feejs- — e# 
evegee ming paid at leapt one -- type of obctaclc obj cot - includes 
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executing an obstacle overcoming action corresponding to said 
current state of said character object. 

11. (previously presented) A processing system according 
to claim 10, wherein said program is operable to cause said 
program executing device to save said obstacle overcoming 
action as attribute data in correlation with said obstacle 
object, wherein said obstacle overcoming action corresponding 
to said current state of said character object is 
predetermined in said attribute data. 

12. (previously presented) A processing system according 
to claim 10, ^herein said current state of said character 
object is a current speed of movement of said character 
object . 

13. (previously presented) A processing system according 
to claim 12, wherein said obstacle overcoming action is at 
least one of: a jumping-over action when said current speed of 
movement of said character object is relatively fast; and a 
scaling action when said current speed of movement of said 
character object is relatively slow. 

14. (previously presented) A processing system according 
to claim 6, wherein said program is operable to cause said 
program executing device to determine whether said character 
object encounters said obstacle based on whether said obstacle 
object exists within a predetermined range along line of view 
of said character object. 
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15. (previously presented) A processing system according 
to claim 6, wherein said program is operable to cause said 
progrartl executing device to determine whether said character 
object encounters said obstacle based on whether said obstacle 
object exists within a predetermined range along a line of 
view of the character object and whether a perimeter range of 
said character object and a perimeter range of said obstacle 
object overlap. 

16. (currently amended) A program executing device 
according to claim 7, wherein said program is operable to 
cause said program executing device to detect a current state 
of said character object, wherein said causing said character 
object to automatically overcome said obstacle object otop of 
e vcrcomiRg - aaid at leapt one type of obotaclc object lnc lude s 
executing an obstacle overcoming action corresponding to said 
current state of said character object. 

17. (previously presented) A program executing device 
according to claim 16, wherein said program is operable to 
cause said program executing device to save said obstacle 
overcoming action as attribute data in correlation with said 
obstacle object, where said obstacle overcoming action 
corresponding to said current state of said character object 
is predetermined in said attribute data. 

18. (previously presented) A program executing device 
according to claim 16, wherein said current state of said 
character object is a current speed of movement of said 
character object. 



7 



0T'd 091 'ON 



snbiiii 'aiAya 'a3Nd3i 



0L-tO:(ss-UJUi) NOIlVUna 1 998ZtS9806:aiS3 < 90E6328:SINa « \I\'M tfOldSfVHAS . Nil WIS Wd ttW* HKfSl/C IV OAOH , 9 UU 39Vd 



Application No.: 10/002,519 Docket No,: SCEI 3.0-100 

19. (previously presented) A program executing device 
according to claim 18, wherein said obstacle overcoming action 
is at least one of: a jumping -over action when said current 
speed of movement of said character object is relatively fast; 
and a scaling action when said current speed of movement of 
said character object is relatively slow. 

20. (previously presented) A program executing device 
according to claim 7, wherein said program is operable to 
cause said program executing device to determine whether said 
character object encounters said obstacle object based on 
whether said obstacle object exists within in a predetermined 
range along a line of view of said character object. 

21. (previously presented) A program executing device 
according to claim 7, wherein said program is operable to 
cause said program executing device to determine whether said 
character object encounters said obstacle object based on 
whether said obstacle object exists within a predetermined 
range along a line of view of the character object and whether 
a perimeter range of said character object and a perimeter 
range of said obstacle object overlap. 
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